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MMORPGES A—T AT —LIET —LIKRTFED)RVER

B SE B 3 p
Age 0.070 0.036 0.015 0.05
Single player games 0.153 0.028 0.046 0.001
MMORPGs 0.627 0.031 0.214 0.001
First-person shooters 0.762 0.028 0.271 0.001
Strategy games 0.460 0.033 0.138 0.001

N = 12,938 Model F(5, 11,918) = 1,022.47, p < 0.001, R*> = 30

B regression coefficient, SE B standard error of B, 3 standardized beta
coefficients, p level of significance, MMORPGs Massively Multi-

player Online Role-Playing Games

Muller - Eur Child Adolesc Psychiatry 2015
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Non-problem (N=757) At-risk (N=41) Clinical (N=26)

M SD M SD M SD

Age 14.1 1.5 14.5 1.3 14.5 1.2
Gender' 1.5 0.5 1.2 0.4 1.1 0.3
VG hours/week 4.8 8.1 20.8 16.3 27.8 13.3
Gaming cognition

Overvaluing 0.8 1.6 3.5 34 7.8 39

Maladaptive rules 1.3 2.0 5.6 32 8.7 3.5

Gaming seclf-estecem | 0.8 1.6 3.8 2.8 7.4 2.8

Gaming acceptance 0.5 1.5 3.1 2.9 5.5 3.0

Total score 2.8 4.9 14.8 10.0 29.8 12.4
DASS

Depression 4.3 4.5 7.4 6.9 7.0 6.2

Anxiety 4.4 4.5 6.1 4.4 6.9 5.8

Stress 54 5.4 7.4 5.7 8.7 5.7

King - J Abnorm Child Psychol 2016
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You are in: Asia-Pacific

NewsFrontPage Friday, 22 November, 2002, 00:32 GMT

South Korea's gaming

8
Afrlca

nmencas
Eurupe
Middle East
South Asia
UK

addicts

Business [~

Entertainment
Scdience/Nature
Technology
Health
Talking Point

Country Profiles
In Depth

Programmes

South Korea is a world leader in online gaming

By Caroline Gluck

BBC Seoul correspondent

South Korea is one of the most wired societies

in the world.

ﬁﬁd:tnmld'lﬁnine(i.ld:’s
report

See also:

¥ 13 Jun 02 | Science/Nature

Making online gaming pay

» 26 Mar 02 | Science/Nature
How to survive the
internet

» 20 Jul 01 | Asia-Pacific
China acts on net 'addicts’

» 06 May 00 | Science/Nature
Net sex addiction on the
rise

» 17 Mar 02 | Health
Internet gambling breeds
addiction

v 26 Dec 01 | Asia-Pacific
Gambling fever hits S
Korea

Internet links:

¢ Centre for Online
Addiction (US site)
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%o
Male

Study (%) Male Female
Muller et al. (2015) 47.1 3.1[2.6-3.5) 0.3](0.2-0.5)
Rehbein et al. (2010) 51.3 3.0[2.6-3.4)* 0.31(0.2-0.4)*
Rehbein et al. (2015) 51.1 2.0(1.724) 0.31(0.1-0.4)
Thomas and Martin (2010)

Computer game addiction 52.4 99 (7.4-12.5)* 3.5|(1.9-5.2)*

Video-arcade game 52.4 9.0 (6. 7-11.7)* 4.01(2.4-6.0)*

addiction

Turner et al. (2012) 52.7 15.1 {13.2-17.0)% 3.1}(2.34.1)*
Vadlin et al. (2015)

GAIT 45.2 29(1.84.1)* 0.0§(0.0-0.2)*

GAIT-P 45.0 5.0 [3.6-6.6)* 0.4{(0.1-0.9)*
Wang et al. (2014) 495 | 22.7(17.9-28.3) 8&.71(5.5-12.5)*

Fam- Scand J Psychol 2018
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Diagnostic and Statistical Manual of Mental Disorders-V (DSM-5)
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EEXRIN-ZEHEESE
(attention—deficit/hyperactivity disorder: AD/HD)
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1.07 1.0
— AD/HD (n=120) -~ AD/HD (n=239)
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0'0 ] T £ T T T T 1 0'0 i T “‘1 i T T T 1
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*:p=0.05 vs. IEAD/HDRE A Coxlefl/N\HF—KFEFIL

* % :p=0.003 vs. JEAD/HDREA Coxtbfl/\F—KFETIL

1) Wilens TE, et al. Attention deficit hyperactivity disorder (ADHD) is associated with early onset substance use

disorders. J Nerv Ment Dis 185: 475-482, 1997

2) Reprinted from Biol Psychiatry, Vol. 44, Biederman J, et al. Does attention—deficit hyperactivity disorder impact the
developmental course of drug and alcohol abuse and dependence?, 269-273, Copyright (1998),

with permission from Elsevier.

27



2Yb T — LK TFE R TIXADHDIEIR A F LY

Non-IA group Problematic internet
(N = 367) use group (N = 33)
Time spent online (hours per week) 21.1 (15.5) 34.8 (16.9)
ASRS 31(9.7) 43.72 (9.5)
Inattention 17.2 (5.6) 24.6 (5.9)
Hyperactivity 13.8 (5.7) 19.13 (5.5)
Age 304 (11.6) 28.03 (7)
Online activities (%)
Video surfing (e.g., YouTube) 107 (29.2%) 15 (45.5%)
Video game watching (e.g., twitch) 46 (12.53%) 13 (39.4%)
MMORPGs 26 (7.1%) 12 (36.4%)
Television (e.g. Netflix) 146 (39.8) 20 (60.6%)

. Foyb s — LRTFER( >IAT50)E D Ry MME FAFFE (X 30 M ZE# A5
. ADHDDAEE., LENEEI LR VM- —LKEMER( SIATS0)E N F 0D

. Rk - —LIKTF{ER( SIAT50)E (X7 —LZERT=Y. MMORPGZET AT EMBLY

28
Panagiotidi M - Compr Psychiatry 2018
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Maolecular Psychiatry (2014) 19, 265-271 @
© 2014 Macmillan Publishers Limited  All rights reserved 1359-4184/14

Kihn S - Mol Psychiatry 2014  wwwnsurecomime

ORIGINAL ARTICLE

Playing Super Mario induces structural brain plasticity:
gray matter changes resulting from training with a commercial

video game

S Kithn', T Gleich?, RC Lorenz®?, U L'|ndE-nb¢=_'rg\c_'rI and J Gallinat?
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(FDA, Food and Drug Administration)|ZEREF

ETA 45 —LOEffTlLDigital Mental HealthlZ& (15
B OHEEDRXIZIEYS5

R

Akili Interactive plans to seek FDA approval for its ‘digital medicine’ after its tablet-

based video game passed a pivotal trial in attention=deficit/hyperactivity disorder
(ADHD).
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